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Imitation Learning and Reinforcement Learning using Hierarchical
Structure

YUTARO FUuJiMURAY®  TomoYUKI KANEKOZ3:P)

Abstract: Deep Q-Network (DQN) has achieved above-human performance on the domain of classic
Atari2600 games and therefore DQN is expected to apply to many video games. However it is difficult
for DQN to learn on games with sparse feedback, such as Minecraft. To solve this problem, we investigated
the performance of hg-DAgger/Q, a framework to combine imitation learning and reinforcement learning
using hierarchical structure. We demonstrate the strength of hg-DAgger/Q on a Minecraft environment.
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v MNELDOMRER i d B Z & T, Minecraft (28175 T
HEOMWE R BB TRIZDWTEHIG U 7.

2. Minecraft ICDWT

Minecraft &, 3D TREXN/A-EEANZ L1V —»»H
HICAITEILT, BROBEELZITI N TELIY Y REY
JABDITF—LTHY, TUAY—IZH LU CEZEBIHK
BIPEMPIRRIND Z RPN —LTHS. /7,
Minecraft D 7L A Wifjl& 7LV 1 Y —F¥ 77X —D— A
S TEZAONE. TDEH Al T—T Y M EET
BLEIIBVTIE, OB NS EHR» S, Hd
IR EREBEETHD. FIAIEEDOHEE LT, FH
DORMEET DI e BEITFE5N5.

Malmo Zf|H T2 &, Al Z—V Y b B¥ET B/
OO, 7=V RPWMER 2 BZITEENTES. flzx
W, U= RIEKEOEZ &KLY, T—Y Y bA
Minecraft D —ANTHRED T A1 T LERET S Z &%,
e DGFRIZBREL 2D T2 2 8 BRI LT, H®ilz %
EXR)TRIRENRDIZHEHETES.

Malmo % 7~ Minecraft (28175 Al ZT—Y Y hOD
PERLOD KA, 2017 45 *2 KO 2018 4E *3 (2B TH Y,
e R e UTOEEIEE>T VS,

3. BEEMRE

3.1 &xE

B EDFIEO -2l ENH 5 [4]. BibFH
DREBNEFIETHD QFHE T,

o REHEAS

o TEIEA A

o REEIMIBEM R:SxA—-R

o ERMMHREBM P :SxAxS—0,1]
Z RO~ 3 7 PE#FE (Markov Decision Process, MDP)
BEZL. =Yz VMIREscSEBMIL, THac A
EHET:S > AILE-oTERT L. TUT, EBMERN
B P(s,a) MOEDPNRE & ZBRL, B r = R(s,a)
2135, TV MNE, BRENS 55N MO
ZERAACT B 72D, TEMMMERIE Q(s,a) 2FET 5.

3.2 Deep Q-Network (DQN)

Deep Q-Network (DQN) [1] 1, Q ZHIZH 1T 2178
EREEL Q(s,a) DFEZRE =2 —F )3 Y FT—=27I12&>
TEBLTHEETEIFETHS. =a—INtxy hTU—72
DEA% 0 & Uz EOTEMIEREEE Q(s,a;0) LEL.
DQN Tl&, ROFEAEBHEZR/IMET D L D120 28D &
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https://www.microsoft.com/en-us/research/
academic-program/collaborative-ai-challenge/ (Ac-
cessed: 2018-10-16)
https://www.crowdai.org/challenges/marlo-2018 (Ac-
cessed: 2018-10-16)
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ARV EWMAIERTEI RN, T—I oy MHIEREEN
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SFENHEETH o 7.
ZOESBEUWRETEHRMNRIERE R EHT 52012
&, BhlidH ) EEEANDFENEZ LN, T —
AEMRABTI2IANNRINVI LR, FHDZDIZKED
BT — R BBEIZRD LD MEN D 5.

3.3 [FEEMLEERS

ZOESBEL I 2R OREIN LT, BENZMNEZ
HATD LT, ENFEEZED D FIEMREINT
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Algorithm 1 fEE I/~ —Y x> b
1: repeat
2: RiE s 281042
BT TV EEINT D: g+ u(s)
loop
K& s 2BIHT 2
if ¥73—) g %ZKL TS then
break
178) a 3BT 2: a + my(s)
9: 78 a 2ETT 5
10: until T¥Y — R»¥EHB ET

AWFETIE, EAARpE2AZXIY vO—F— IR0
TR 7y TR ¥ — LIRS,
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Y=, \FIRREEATE DS 7 = (s1,a1,..., ST, ar,s7+1)
EEKTS. 207 2 NMBBEIERZ LIZTd e, T—
Vv NOBENRMENE, o = (s1,91,7T1,82,02,T2,...)
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Algorithm 2 Hierarchically Guided DAgger/Q-learning
(hg-DAgger/Q)
Input:

Function PSEUDO(s; g)

Function TERMINAL(s; g)

€g>0,g€G

1: Initialize:

2: Dui <+ 0 and Dy, g € G

3: Qgy,9€§

4: fort=1,...,T do

5:  HUWEIRORE s 28T 5

6: o« 0

T repeat

8: su1 < 8,9 < u(s) and initialize 7 < 0
9: repeat
10: a < eg-greedy(Qg, s)
11: a ZEITL, RORE 5 28T 5.
12: 7 < PSEUDO(S; g)
13: Qg ZHH: Dy MOBUFU 723 =8y F & W THES
14: T2 (s,a,3,7) &N
15: s+ 3§
16: until TERMINAL(S; g)

17: o \Z (sur1,9,7) ZEM
18: until TEY — R DH B ET
19: oMb TFULL & THI AT 5.

20: if INSPECTFULL(TFULL) = Fail then

21: D* +LABELy1(7H1)

22: for (s, gn,7) in o do

23: gy, < D*

24: if gn # g; then

25: break

26: ,Dgh — ,Dgh Uty

27: DHI < DHI U D*

28: else

29: Dy, < Dy, Uty for all (sp,gn,Th) € 0

30: AL AV O—F— p ZFH: p < TRAIN(u, Dur)

T—NDF % EAT#ES L S, = (51,91, 82,02,---) &
RIIELWTES. 2UT, IXNTOFMIIZ DRIF 7~
D% pyLL ERT.

OB RREERGEE DQN 2 fiadbETEHE %
fTo7FiE L LT, h-DQN [6] X Hierarchical Deep RL
Network (H-DRLN) [7] 2’% %.

3.4 Hybrid Imitation and Reinforcement Learn-
ing

Le S EABBED R p DFE 2 HH Y FEHO—FH
THDEMPFEETITY, NIBERO TR 7, OFHE 2521t
¥ T17 5 Fik Hierarchically Guided DAgger/Q-learning
(hg-DAgger/Q) 2L L= [3]. 7TV XAIF Alg 212
ANE

Alg 2 T, #HLRM % 5 2 5% Pseupo(s; g) &, Ik
s iZBWTYH T I g 23k - KL D TITHKT L
728D mEHIET 2B TERMINAL(s; g) % 52 5 5
DHD. [3] TIHBELEHEME LT, REs T T d—

Algorithm 3 INSPECTFULL (TFULL)
1: if TFULL KJZOVC, IE‘/*‘I\O)}EXUJ%#%(ﬁf:bf: then
2: return Pass

3: else

4: return Fail

Vg R U 7252 &5 i % HE ¢ % BIS SuccEss(s; g) %
%C:y

1 if SUCCESS(s;g)
—1 if =SuccEss(s; g) and TERMINAL(s; g)  (2)
-k THLS

EHZATWD. k> 0IFTEDETRLY T TV &2
IEDZDD, NEVEHTHD.

— R R TR, BT — &% &L
T, 7 E (sf,a},s5,a5,...,) ® 7 NI iy =
{(s1,a}),(s2,a3),...} WRBEIZR DM, BEHELE %
FIR U, EALHSE p ik EAL T RV LABELg(THI) =
{(s1,97), (s2,93),...} (X BEMFEH, NTRLAEK r, &
BAEEFICE > THEETDHILT, BEBREWT -4 D
BeHOLTWD., BIZ, BEMEEZHVALEETIE
TERMINAL(s; g) DIFAEZ HTHR S 720, IN2eHKGET D
BB B )V LABELy O 7 VT 2 BE{bd 5 2
ERHRETH B.

ZOFRIZEY, ERBEEOZEE BICEETITS
h-DQN [6] THILZEEH DA %1TD &V H, Montezuma’s
Revenge IZBW T LD @mOEREZ T2 —Y v b %
ERT 2 Z LI LAZE ERLTWD, £72, Alg 70
QFHDOFHEAEIEDON UADFERLEMIEFERAL I L E
AHETHD.

3.5 Deep Reccurent Q-Network (DRQN)

DQN Tl 4 7 L — ADFEEIHE AN L T30,
TNLARTDIEHRE BT D Z & AT X4\, Minecraft D
OB AR DT — AT, 47V —AXVHIOER
ZHIZZEMIZE T2 HODMBEREDT — AZE T D IRE
ZHMTD2HBRENRDHD. D& D BIREBOBHIAFRII I
IO —LIZBWTIE, DQN DAY 7 —27IZLSTM %
AU 7z Deep Reccurent Q-Network (DRQN) [8] 23E %)
ThdEINTND.

4. RERE

AWFFETIL, Montezuma’s Revenge D & 512, REEDF
lfztd 2 TDA, WMERF/TIZ)TTHIENTE
% &5 BB %, Minecarft ETIERLU 7=.

41 T—Yxv MOEM
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Fig. 1

M2 FEERIHWEYY TOBAM
Fig. 2

3 FERIZHWZY Y TR L BT
Fig. 3

Y 7D AZKRHDMEITREINS., T—Y Vb
1 D& D A E 0.05 BIZ 1 EOMETEEELRMN
5, T—)VHISIZRETZ ZEHNHNTHD. T—IVHIT
THDETTY ZINZKENT, 7—AFZo VT eRY
ZTOTYY — RIFMKT$ 2. Minecraft ETHOEBEDT Y
TERHETOY 7 EROT ENSIRFLZE DMK 3T
Hd.

4.2 EHEDKE

M 2 DKEDIY ATEREI NG, TRTNDIEEDEE,
REORFIGEBRTOY 7 THEEINTHNT, T—Yz Y
MIWES 2 Z e B TE RN, £2, 2 DDEEDRMIZM 2

DIFDOY ZADAEIZH DD RTTHYISENTEY, %o
R 71338 2 DIZIEF ICRE A 0 5 72 *4, T—Vx
VRO T =Nz EDEL DI, =T—Y v
NAEE X NS RAOHBOAET 2R E, #kO KT %5
FTCEDBENDD.

4.3 RYDEBEDLENF

IV Y MR EINDMOMWRIZIE, K20
IKED Y ADALE I ADEITH, KOOI AIZFATTY
IWNRHEINTVWD., £, T—Y ¥ MBHDRIERD
FIZRD &, BICRBEINZT A ARV =06 XA YD
BOPHIN, BETLZIENTES. RIZ, BA7OY
TEWETL L, BIREINZA T —N=n51L Y R
AN—VEEEZBLET, kO RTHH WD HHITIC
BoTW\W5.

4.4 IREMERE

ALY DREHFR L2 X, FARTOY 7 2REL C#
BLAELEIROCT-IIMEOETOY 7l L iz,
T—=YVxzY ME+1AE2ERTD. /2, T—Yx VIR
TEI%EBIRT 212 —0.01 jE2HEEL, TN EYE
392 100 AR L AI5801E —1 SR HEAT 5.

4.5 I—YJzV D ENDITE

Minecraft D7 — A Tldkk 2 247813 ¥ RMPFEHET D
A, RPFFEDOEEIZBWTIELA RO 7 FEEIZHIR U 7~.

o filH LA

o (W, ££) 124:<.

e 180 /MOHEET (&£, H) ITAATZRHEEIES.
WE = HIRT 5

o WBEIKTTD
5. XE&
5.1 EBRBE

3.4 TR~ 7= he-DAgger/Q 125133 Q ## %, DQN
Tfi>T—Y Y h% hg-DAgger/DQN & L, DRQN T#7
ST —Yx Y % hg-DAgger/DRQN &3 5. 4 ZETIERK
U 7z Minecraft OE5E T, DQN, DRQN, hg-DAgger/DQN,
hg-DAgger/DRQN DT —Y =¥ N T¥E %757/, K
IZ1& Python3.5 %, Minecraft TOFEER% 1T 5 72612 Malmo
(0.36.0.0) % OpenAl Gym [9] DIEARTE IRA D T v /5—
TdH % MarLO * (0.0.1-dev16) Z{HHL . £/, HEEY
BO71L—LT—2L U TKeras (2.2.2) 2\, Ny /T
¥ N tensorflow (1.9.0) 2 M7=,

Yy VDS OER R URTF TR 25 B
*5 https://github.com/crowdAl/marLo (Accessed:
16)
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£ 1 DQN DOxv b7 — UG

Table 1
L1 y— NS A=A
AT 84 x84 DIV —Ar—)Vififg 4 7L —L4
BHRABE =NV XEx8DT 1 NA— 32 1H
ReLU
BAABE =2V TA X 4x4 DT NVR— 640
ReLU
BARAMRE  H—FNP AL X3 x3DT1IVE— 64
ReLU
ey a=vw hI512
ReLU
G E 1=y NT
FrIv B
% 2 DRQN O3v b7 —2#E
Table 2
L1 y— NS A—&
A 84 X 84 DIV —Ar— Vi 4 7L —21
BAHRABE =NV X8 DT 1 NAR— 32 1H
ReLU
BAABE 2NV A X 4x4 DT 1 NVZ— 641
ReLU
BAAMRE  H—FNP AL X3 x3DT1IVE— 64
ReLU
LSTM 2= MK 512
tanh
AL EE 1=y N7
FrI B

5.2 Xy NT7—0 DS

ATALEE ¥ U C, Minecraft 2> 615872 Hi%E 7L — A7 —)
ICEBL, 84 x 84 ¥ X IVIZHEI/INT S, HIZ, Minecraft
MNOELEGRIZIE, EBRUAZEDRPEARTOV I REEED
AYURVRN)BREDAED T LAY —WNHEETE2 ULD
BEHAEENTVRY., FDRD, JL—Ar =Dk
WA YRYNVIZHDT A T LOWERE EHIEMNL 7.
TUTCHELNZEGEEZ 4TV —L0FY VT —2IZAN
U7,

DQN DAY N7 —=2FEK 1 DEDIZ[1] LH—DED%E
AW, DRQN O 3w b7 —21F& 2D & 512 [8] L[A—D
EDEHWED, BEOEEIZIE Adam [10] ZHH L,
FEFEIL0.00025 L U, F/z, AXAVNO—F— D
FEIZAND R b7 —21E 3] OFEBLRA—-DED, O
FVXR3IOEDOEA, HEORELIZFERIX 0.00025
& U7z RMSProp & {#fH L 7=.

5.3 NAIR—=IFA—%

DQN, DRQN DA /8—=/35 A=K [1] DF%E % FIH
U7z, 727U, RUATEIZMEY KT EBIE 1] OFETIE
4 [A172 572 H%, Malmo TlE 1 [\ld 72 Y DITEIFERIZZENH

£33 AXavha—5—0D32v M —IHEE

Table 3
| INTGA—4
AT 84 x 84 DT L —Ar —)VHiff 4 71— A
BHAAE  H—=FNYA X8 x8DT 1 )VA— 32 i
ReLU
Dropout Dropout % 0.5
BHRAAE =RV TFA X AxADT VA — 641
ReLU
Dropout Dropout % 0.5
BHABE  N—FNTA X3 X3 DT 1A — 641
ReLU
Dropout Dropout % 0.5
EX ey 2=y MI512
ReLU
Dropout Dropout % 0.5
ey = MRT
R B E

% 4 hg-DAgger/DQN, hg-DAgger/DRQN D/N\A /3—/3F5 A —

B DA I
Table 4
INAIR=INFG A=K — fif
replay memory size 500000
target network update frequency 2000
final exploration frame 2000000
replay start size 20000

5720, KERTIZ1EE L.

hg-DAgger/DQN, hg-DAgger/DRQN T F 47 B [ D
DQN, DRQN T—Y ¥ kDAL 8—78F X — 4 | —
WMEHEL, ZHULAEDEE 4ITRT.

5.4 DQN,DRQN DZEEfER

9, DQN XU'DRQN 2FEEL 22—V ¥ MOFER
B AITRT. FEERITDZ LT, BRAIERENSDHW
B AMEDNZHE I L TV 208, 2RI IRRIZHE D D D > T
W5 ZEMNEHEARIND. F£72, DRQN IZ X > TEROEHNC
EPHUIEZRMTDI L2 MHEL TN, K415k
DQN & iR g % & RERUGEIXR SN 7.
ME&Y, REBRIZHOWZERES L DQN % DRQN %
ZTOFEFHEATIOFHELHETHD L ERD.

5.5 hg-DAgger/DQN, hg-DAgger/DRQN DiER
hg-DAgger/DQN, hg-DAgger/DRQN T¥ [[] UEEi %

WCHEBRZIT o2, EBRZGTDIZHZ-T, 44 HTHH

UM DEET T 7 I— Wz nEl Lz, 2%,

H7I-0 (XA YOREEST D]

$I7d—-1 TERATDOY 7 2 #1595

H7d—)b2 TI—)VHIEIZEES S )

DI TIT-NVEZEL. £/, 3] DEBRTHNS
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4 DQN, DRQN ¥/
1.0
>
(9}
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3
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© 0.6 g
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0.4 ]
©
802 —— hg-DAgger/DQN
2 0.
£ hg-DAgger/DRQN
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LO-level reinforcement learning samples

5 XXV hO—5—DEFER

Nz, ARV NO—F =22l %2 LR T Y
V—REZRPTHBES 0D TREFEHEL 7.

F9, AZAV M= =D T T IBEIRNDEERZ
K 5IZmRY9. ZITEEFEREE, A&avbag—F—»
WIS Y 7 T =)V & BN L 2 EBUCR$ 5, @Ry
T—)V %R ZRIBOEEGTHS. he-DAgger/DQN,
hg-DAgger/DRQN EH 5 A X Y hO—F — DL
FA—THhodH, M5 ERAKIZEEVEATND Z E05
b,

—H, FNENOY T I—IVOBNEE™ 6 L& 715
T, ¥L5DIT—VVhTE, ¥ T7IT-IV0 X 100% 12
EWHERTHEII LTV A, 373V 1IZBIED 30%
FRECHEEINEA TR, 7 T—)b 2 (BRI
KL 20% RETH D, ZHENIEFE > TV DIEEFIEHRA
) E g AN 8L 9, TNTNDOY T I—)V %2 HYT
BTV NWTELANBERT VT T7THD. 6
£ 8, TEH9RLETSE, YT 1T R
TR D IZE DD 5T D T EGEVEATEDS
T, BT TN 23 TETE 2NN 272D,
FENEEKTUTORNZ E3bhnb.

/-, YT I=NR2EKLLGED, YT IT=IVERD
FZOIZAFE U ZEEEX 10 XX 111I13R9. $7T—)L0
IEEBFAPEDIZONTHBEZ — VBPELR>TnWS 1
T, ¥V 1 IREEZ—VEWEZELTELT, 5%
{EBNRTETORVRFNGAIND., F/2, T T—
1259 1000 B DFTE 2175 72, HIBRIEM DY 5FE%E
HELTLES., TOLD, Y 7TV 2”7 I—I%
ERTDETIITEY — ROHIRIEMAELTLUTU W,
EDOWMZBE2DDPHLUBO>TVWBEILENEZLND.

6. BHYIC

AL T, Minecraft T = 520D 72 <, Bl
72 DQN X DRQN TIXZE»1#H U WEBREZERR L. ©
DEBET, BEEELZHOTERT?YE LT E 2 HAab
DHETEET D hg-DAgger/Q DT —V =¥ MI L BEH
{107z,

EEROFER, A&X 32 NO—F—0%# % Minecraft 12
BOWTEHEFIITD ZeNTEAZ, UL, ARUZER
REDOY 7 I—)LD4ETiE DQN % DRQN TEE %17
DTG FELEHELL, YTRY Y—DEHEENIIEDETH
gy 73— aElETbR i, BEEEE AT
FEPHEEICRD b hoz. T dT—)b 1 ORI
HEERMO B E UTIE, FARTOY 7 20#E L TER
TE5ETO—EDITEN T VX LATETHREL DLWV
&, Experience Replay W53 Y FNI NI o7zl &
MNEZBND.

SHOBE L U TS, Prioritized Experience Replay [11]
REDFEERHNT, BB ONZRBREFEHLPT<
TOHILREMRADZENETHETFONS. £/, Y TKY
V—DOFHEENIEDLEEY RS E 2T ODOFiER
BATBHZeNTENE, FHEIERLEDD Z 23]
IR EEZOND.

HE ZoOWEO—EIE, JSPS BHFE 16H02927 & JST
XEINTOXEEZITTNET,

SE X
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